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Traverse and kill isn't normal. 

JP * 

Open world prevents designer control. 
Needed to rethink ^ ,'^r? 

- Melee guys (Base 0D) 

- Ranged guys (Scab ah Fizzco Shooter, Blowers) 



- Hit reacts 

- Deaths 

- Animation variation 

- Effects 

- Well tuned lunge 
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Vault System 


Vault-System 
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VaultSystem 
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• Similar to vaults: 

- Take-off 

- In-Air 
-Land 

• Output: 

- Width 

- Height 

- Foot-state 
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Closestfcro 





Actor Name: Femal e_Ski nny 
Actor Handle: 0x20641f 

Actor UID: OxFO 10000002080 

Asset Name: hfs_base 
Region: (None) 
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Arc Angles 


Started with arc angles. 
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Managed by a Flanking Manager. 
Works great near the player. 
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Actor Name: Femal e_Ski nny 
Actor Handle: OxlOOlfb 

Actor UID: 0xF02000000208F 

Asset Name: hfs_base 
Region: (None) 

Zone: (None) 

Scene Handle: 0x1000148 
Pos: (-66.24, 0.10, -51.54) 

Rot: (0.00, 106.82, 0.00) 

Allegiance: V P Blue Team 

Body State Name: He roState3umpLand 
Body State Time: 0.60 

Weapon State Name: He roWeaponStateldl eReady 
Weapon State Time: 130.61 
Health: 100.00 / 100.00 Injured: 0.00 
Target Immunity: 0 

State: He roWeaponStateldl eReady (130.61) 
State: He roState3 umpLand (0.60) 

Voice: Player 

CombatTracke r state: Not in combat 
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Nav Poly weighting 

Started with poly weighting. 

Didn't work. 
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Time traversing 
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What Are Fir epoints? 


Annotated good positions. 
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Evaluated in real-time 
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Scoring was getting out-of- 
conM 
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Line Occlusion 



Line Occlusion 









Scab and Fizzco Nerflng 

• On screen and in range 




On screen and in range 
Out of range 



Off Screen Nerf 



• On screen end in range 

• Out of range 

• Offscreen 




Close Range Anti-Nerf 


On screen and in range 

Out of range 
Offscreen 
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At least one accurate enemy 
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Too Much Motto 

I ilii! 4 i 

Lots of simultaneous motion is~ 
confusing. 


Oneatatimeperspuad. 
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-Unless they are being actively 
damaged 


-Or if the player is very close. 




Final Thoughts 





Use g roup logic to make things easie 



Pay close attention to readability. 

-Behavior, silhouettes, positioning, etc. 
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